
1 

 

 

DAFTAR PUSTAKA 

Anton Muiyono,(2001)Aktivitas.(Online),(http://tria.wordpress.com- 

aktivitaspembelajaran   diakses   12desember 2012) 

Audi E. Prasetyo. (2017). Penonton ESport Lebih Banyak dari Olahraga Tradisional. 

https://www.ggwp.id/2017/09/17/penonton-eSport-di-atas-olahraga/ 

Badan Standardisasi Nasional. (2000). Standar Nasional Indonesia 03-6197-2000 tentang 

Konservasi energi pada sistem pencahayaan. Jakarta: Badan Standardisasi Nasional. 

Badan Standardisasi Nasional. (2000). SNI 03-6386-2000: Tentang tingkat kebisingan dalam 

lingkungan hunian. Jakarta: Badan Standardisasi Nasional. 

Badan Standardisasi Nasional. (2001). SNI 03-6572-2001: Tata cara perancangan sistem 

ventilasi dan pengkondisian udara pada bangunan gedung. Jakarta: Badan Standardisasi 

Nasional. 

Badan Standardisasi Nasional. (2001). SNI 03-6574-2001: Tata cara perancangan pencahayaan 

darurat, tanda arah, dan sistem peringatan bahaya pada bangunan gedung. Jakarta: 

Badan Standardisasi Nasional. 

Badan Standardisasi Nasional. (2001). SNI 03-6575-2001: Tata cara perancangan sistem 

pencahayaan buatan pada bangunan gedung. Jakarta: Badan Standardisasi Nasional. 

Browning, W.D., Ryan, C., dan Clancy, J. (2014). 14 patterns of biophilic design improving 

health and well-being in the built environment. New York: Terrapin Bright Green, LLC. 

Ching, F. D. K. (2014). Interior Design Illustrated. New Jersey: Jhon Wiley and Sons 

 D. Wallace. (2023, August 14). Designing E-Gaming Arenas: Creating Immersive Esports 

Environments. Chapman Taylor. https://www.chapmantaylor.com/insights/designing-

egaming-arenas-creating-immersive-esports-environments 

David P Hedlund, S. E. J. G. B. F. (2024, July). Understanding Facility Use and Users’ 

Needs in Designing Esports Spaces. Human Kinetics. 

https://us.humankinetics.com/blogs/excerpt/understanding-facility-use-and-users-needs-

in-designing-esports-

spaces?srsltid=AfmBOorzt6PchEmyrBFHEedb3YPMcts4TafOVs5ZlnxFVFYWN0PeR

ASZ# 

Hakiki, M. S. (2021). Simulasi Penerapan Perbendaharaan Desain Francis D. K. Ching 

Mengenai Wujud Dasar Pada Desain Arsitektur Rumah Tinggal Tipe 36. Jurnal 

Arsitektur ALUR, 4. 

https://www.chapmantaylor.com/insights/designing-egaming-arenas-creating-immersive-esports-environments
https://www.chapmantaylor.com/insights/designing-egaming-arenas-creating-immersive-esports-environments
https://us.humankinetics.com/blogs/excerpt/understanding-facility-use-and-users-needs-in-designing-esports-spaces?srsltid=AfmBOorzt6PchEmyrBFHEedb3YPMcts4TafOVs5ZlnxFVFYWN0PeRASZ
https://us.humankinetics.com/blogs/excerpt/understanding-facility-use-and-users-needs-in-designing-esports-spaces?srsltid=AfmBOorzt6PchEmyrBFHEedb3YPMcts4TafOVs5ZlnxFVFYWN0PeRASZ
https://us.humankinetics.com/blogs/excerpt/understanding-facility-use-and-users-needs-in-designing-esports-spaces?srsltid=AfmBOorzt6PchEmyrBFHEedb3YPMcts4TafOVs5ZlnxFVFYWN0PeRASZ
https://us.humankinetics.com/blogs/excerpt/understanding-facility-use-and-users-needs-in-designing-esports-spaces?srsltid=AfmBOorzt6PchEmyrBFHEedb3YPMcts4TafOVs5ZlnxFVFYWN0PeRASZ
https://us.humankinetics.com/blogs/excerpt/understanding-facility-use-and-users-needs-in-designing-esports-spaces?srsltid=AfmBOorzt6PchEmyrBFHEedb3YPMcts4TafOVs5ZlnxFVFYWN0PeRASZ


2 

 

 

ECSI (2022). How To Design An Esports Center? Best Practice Guidelines Understanding 

Esports How To Design An Esports Center? (2022). 

Dimmin. (2020, November 23). Infrastructure In Esports: The Future Of Built Space For 

Competitive Gaming. Dimensionnal Innovations. 

Kakoudakis J. (2024, January 22). The Color Psychology of Gaming Rooms. 

Seasonsincolour. 

Katie Salen Tekinbas, E. Z. (2003). Rules of Play: Game Design Fundamentals (Vol. 688). 

MIT Press. 

Kurniawan, F., Kepelatihan, P., Fakultas, O., Keolahragaan, I., & Yogyakarta, U. N. (2019). 

E-Sport dalam Fenomena Olahraga Kekinian. JORPRES (Jurnal Olahraga Prestasi), 

15(2), 61–66. 

Clark K. (2025, March 3). A Beginner’s Guide to Creating the Ultimate Esports Space. KI. 

https://www.ki.com/insights/blog/a-beginners-guide-to-creating-the-ultimate-esports-

space/ 

Maheswara, A. P. (2025a). Konsep desain ruang publik pada redesain Museum Lontar 

Gedung Kirtya di Bali dengan pendekatan activity-based design. Jurnal Desain, 12(2), 

479. https://doi.org/10.30998/jd.v12i2.26823 

Nick. (2023, April 15). eSports Interior Case Study: Re-imagining Inclusive, Engaging & 

Experiential Spaces. Dream Collaborative. https://dreamcollaborative.com/esports-

interior-case-study-re-imagining-inclusive-engaging-experiential-spaces/ 

Patria, M., & Gani, P. (2017). Abstract Measurement Of Noise Intensity In Three Game 

Online Places In Yogyakarta With Visual Analyser 2014 Software. 

http://etd.repository.ugm.ac.id/ 

Permatasari, M., Cardiah, T., & Sheha, A. N. (2023). Perancangan Ulang Interior Kantor 

Viro World Tangerang, Banten (Vol. 10, Issue 3). 

Putri, Z. G., Firmansyah, R., & Athifa, D. (2024). Perancangan Ulang Sekolah Dasar 

Salman Al-Farisi Bandung Menggunakan Pendekatan Fleksibilitas (Vol. 11, Issue 5). 

Rattner D.M. (2017, June 2). How to Use the Psychology of Space to Boost Your Creativity. 

Medium.Com. 

Rifki B. (2022, January 6). Fantastis! Jumlah Pemain Esports di Indonesia Capai 52 Juta 

Orang. Esports.Id. 

https://www.ki.com/insights/blog/a-beginners-guide-to-creating-the-ultimate-esports-space/
https://www.ki.com/insights/blog/a-beginners-guide-to-creating-the-ultimate-esports-space/
https://www.ki.com/insights/blog/a-beginners-guide-to-creating-the-ultimate-esports-space/
https://doi.org/10.30998/jd.v12i2.26823
https://dreamcollaborative.com/esports-interior-case-study-re-imagining-inclusive-engaging-experiential-spaces/
https://dreamcollaborative.com/esports-interior-case-study-re-imagining-inclusive-engaging-experiential-spaces/
http://medium.com/


3 

 

 

Rizky A. (2022, December 15). Perkembangan dan Kontribusi Esport dalam Perekonomian 

Indonesia. Kumparan. 

Sibuea, M. M., Faza, H., Rusyda, S., & Anwar, D. H. (2024). PERANCANGAN INTERIOR 

ESPORT AND GAMING CENTER DI BANDUNG DENGAN PENDEKATAN 

TEKNOLOGI (Vol. 11, Issue 1). 

Herr S. (2022, October 7). Esports Facilities for Student Engagement. Fanning Howey. 

https://fhai.com/insights/esports-facilities-for-student-engagement/ 

TOP TECH. (2025). Exploring the Types of Esports Spaces. https://www.top-

tec.co.uk/exploring-the-types-of-esports-spaces/ 

Wan M. (2025, May 19). The Essential Guide to Game Room Lighting. LEDYi Lighting. 

Waskita K.B. (2023, November 3). 5 Jenis Cedera yang Kerap Terjadi pada Atlet eSports 

dan Pencegahannya. Skor.Id. 

  

https://fhai.com/insights/esports-facilities-for-student-engagement/
https://fhai.com/insights/esports-facilities-for-student-engagement/
https://www.top-tec.co.uk/exploring-the-types-of-esports-spaces/
https://www.top-tec.co.uk/exploring-the-types-of-esports-spaces/


4 

 

 

 


